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Where is
Technology Going
in the Classroom?
by the MRA Technology and
Reading Committee
Welcome to a classroom where
technology is used to enrich, enhance,
and support the curriculum. Let's see
what is happening. Students are
working around the room in
collaborative pairs or small groups.
Some are preparing comments about
books they are reading; their messages
will be sent over telephone lines via
bulletin boards to computer pals in
other states. Others are searching other
on-line daily news releases to find the
latest information about their current
social studies topic. Still others are
reading a printout about a scientific
topic on a printout taken from an
encyclopedia stored on a compact disk;
they will com pare that information
with the materials in various printed
resources. One small group is working
on the final stages of creating a
multimedia report in which audio and
video clips about particular people,
places, and events are accessed at the
touch of a button. Two students are
revising and editing a piece of writing,
and deciding where they want to insert
their recorded voices and sound effects
to add flavor to the story. Later in the
day, these students will use an LCD
panel to project their materials on a
large screen so they can share their
creation with the rest of the class. The
students seem oblivious to the tools;
they are focusing on the things they are
learning.
Is this a dream world? No. The

technology to do these things is
available and is becoming more
sophisticated day by day. In this paper,
we will describe some of the ways that
technology can be integrated within the
curriculum.
Already, many students (and
teachers) use word processors to write
reports and stories. They find the word
processor to be of particular help in the
rehearsing and drafting stages. Not
only is revision and editing easier with
a computer, but the screen display
encourages collaboration among the
writers as they gather to talk about their
work. Spelling checkers, grammar
checkers, and on-line thesauruses can
be helpful when editing; these tools will
undoubtedly become more prevalent as
teachers, learners, and parents realize
that wise use will assist students in
becoming better spellers and writers.
Speech synthesizers are available
so that writers can hear their text read
back to them. If learners wish, they can
hear each letter or word as it is typed.
They can highlight specific words or
phrases to be read aloud by the
computer. With the speech synthesizer,
young children can explore the
keyboard and learn letters . Older
learners can listen to their text as they
consider revisions. For occasions where
a more natural voice quality is wanted,
digitized speech can be used. With
digitized speech, you record your own
voice as you would on a tape recorder.

The computer plays it back upon
demand. Soon computers in the schools
will have voice recognition capabilities
for understanding and responding to
spoken commands.
Texts written with a word processor
can be sent to other computer users
with a telephone modem connection.
What fun to have a friend in a school
across town, or across the country, or
across the ocean, read your reactions to
a book you are both reading and, in
turn, send comments back to you.
Students can write about themselves
and where they live and can gather
similar information about their
computer pals. The world will become a
smaller place in the future as students
from various parts of the world study
and share information as they
simultaneously explore topics such as
cultural traditions, pollution, natural
resources, acid rain, and weather
phenomena.
Besides getting information from
friends around the world, numerous
additional resources are readily
accessible via national telecommunications services: daily news, sports
scores and recaps, weather updates and
maps, encyclopedias, science news,
"National Geographic" features, stock
quotes, software reviews, interactive
text adventures, games, recipes,
catalogs, shopping services, travel
information and reservation services,
book reviews, movie reviews, career
planning references, health discussions,
and much more. Think of the ways such
resources will enliven, broaden, and
update your curriculum.
While you're waiting for a
telephone hook-up to access these
national databases, your students can
use and create databases of their own in
the classroom. A database is a
computerized collection of information
which can be sean:hed and sorted easily

and quickly. Prepared databases on
floppy disks include such topics as
historical figures, inventions, music,
nutrition, planets, and chemical
elements. Students can create their own
databases on many content area topics
as well as current events and school
information. Not only do students
practice study skills as they gather,
search, and sort information, but they
use the data to make comparisons,
draw conclusions, and make generalizations.
Large databases are stored on CDROM disks. For example, an entire
encyclopedia is now stored on a single
disk so that any topic can be located
within a matter of seconds, including
the major entry plus any crossreferences. Disks can be updated faster
and cheaper than the printed volumes.
In many libraries, computerized
encyclopedias are replacing the bound
copies.
In addition to text, CD-ROM disks
can store sound and pictures. Most of
you are familiar with music compact
disks (CDs). What you may not know is
that any point on a disk can be accessed
instantly through a computer program.
For example, at the touch of a button a
particular motif from a song can be
singled out for replay or a selected
sequence from a video can be shown to
illustrate a concept. A combination of
the media such as sound, pictures,
videos, and texts in which selected
segments can be linked in multiple
ways is called hypermedia. Imagine
learners being able to explore topics
through their associations, interests,
and questions. Having pictures, sounds,
and various interpretations of their
selected topics available will broaden
and deepen their understanding of the
material.
Teachers and students need not be
limited to using hypermedia materials
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will undoubtedly see many ways in
which they can use these technologies
to support, enhance, and enrich reading
and writing across the curriculum.
To learn more about some of the
uses of technology in the classroom,
you are invited to attend the sessions
presented by the Michigan Technology
and Reading Committee at the annual
Michigan
Reading
Association
conference. On Monday, a lab for
hands-on software exploration and
informal discussions will be open. At
scheduled times throughout the day,
teachers will show and discuss
activities and software they are using in
their classrooms. Feel free to stop in at
the computer lab at these scheduled
times or any time during the day to
explore software and discuss where
technology may be going in your
classroom.

developed by others. In fact, more
learning is accomplished by the people
who create the materials than those
who use them. Since the purpose of
education is to enhance learning,
students should be involved in
developing their own hypermedia
materials. They can locate and create
appropriate videotapes and audiotapes
about a topic. Photographs, pictures,
and student drawings can be scanned,
much like making a photocopy, and
shown on a computer screen. Students
can link all of these materials together
in a non-linear fashion. Hypermedia is
developed through software programs
that enable users to make linkages
among sounds, pictures, and texts and
to move rapidly to selected points
within the audio, video, or text
materials.
Computers are much easier to use
today. With newer capabilities, the
possibilities for using technology to
enhance teaching and learning are
rapidly increasing. In this article, the
brief descriptions of word processors,
speech synthesizers, spelling and
grammar checkers, telecommunications, databases, and hypermedia
only hint at ways in which they can be
used within the classroom. Teachers
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Turn to Page 17
(after the "Conference at a Glance" pull-out)
for a listing of
"Classroom Uses of Technology" sessions
being presented at the MRA Conference.
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